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INTRODUCTORY STATEMENT 



The Center for Social Organization of Schools has tw ! J primary 
objectives; to develop a scientific knowledge of how schools affect 
their students, and to use this knowledge to develop better schoOi. 
practices and organization. 

The Center works through five programs to achieve - 1.. objectives# 

The Academic Games program has developed simulation games for use in 
the classroom, and Is studying the processes through which games 
teach and evaluating the effects of games on student learning# The 
Social Accounts program is examining how a student’s education effects 
his actual occupational attainment, and how education results in 
different vocational outcomes for blacks and whites. The Talents anji 
Competencies program is studying the effects of educational experience 
on a wide range of human talents, competencies and personal disposi- 
tions, in order to formulate --and research- - important educational 
goals other than traditional academic achievement. The School Org a n iza- 
tion program is currently concerned with the effect of student partiei- 
pTtion in social and educational decision making, the structure of compe- 
tition and cooperation, formal reward systems, ability-grouping in schools 
and effects of school quality. The Careers and Curricula program 
bases its work upon a theory of career development# It has developed 
a self-administered vocational guidance device to promote vocational 
development and to foster satisfying curricular decisions for high school, 
college, and adult populations. 

This report, prepared by the Academic Games program, reviews some 
practical references in the field, examines the potential of academic 
games, and offers a selected bibliography of gaming literature. 



ii 



4 



ABSTRACT 



Several recently published books on simulation and games are 
briefly discussed. Selected research studies and demonstration pro- 
jects are examined to show the potential of simulation and gaming 
for teaching and training and for the study of social and psycholo- 
gical processes. The bibliography lists 113 publications which should 
lead the reader to practical information on games. 
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The volume of literature on the use of instructional simulations 
will undoubtedly increase in the near future. Some individuals will 
be reporting serious research employing the technique, others may be 
providing practical information on application. A good practical in- 
troduction to the design and use of simulation games in the classroom 
can be found in Simulation Games: An Introduction for the Social Science 

Teacher by Livingston and Stoll (in press). Two related books are: Games 
for Growth by Alice K, Gordon (1970) on the educational use of games in 
the classroom and Simulation (James for the Social Studies Classroom by 
William Nesbitt (1970). For additional aids in game development, refer 
to H ow to Design Educational Games by Ray Glazier (1969), A recent book 
by Clark C. Abt, entitled Serious Games (1970) has attracted some atten- 
tion in the discipline for its virtual lack of professional content. 

Individuals interested in selecting a particular game for special 
purposes should consult The Guide to Si mu 1 a t i on G am e s for _Kcl u c a t i o n an d 
Training edited by Zuckerman and Horn (1970) . The latter book is quite 
up-to-date and provides detailed descriptions of 400 educational games. 
And in the area of research with simulation and games, Paul A. Twelker 1 s 
book Instructional Simulation Systems: An Annotated Bibliography (1969) 
may eliminate searching through abstracts. 

Richard F. Barton's recent book* A Primer on Simulation and Gaming 
(1970), provides an introduction to this field for persons in the admini- 
strative professions, behavioral sciences, and education. 




e 



For fundamental knowledge in classical game theory one can turn 
to G ame Theory by Morton Davis (1970), which covers the mathematical 
theory of games for 2 or more players. Another excellent introduction 
to game theory can be found in M. Weiner's book War Gami ng Methodology 
(1959) . 

One can easily keep up with the literature on man -mode l, man-machine, 
and machine simulations by subscribing to Simulation an d C arnes; An Inter - 
national Journal of Theory, Design, and Research (1970), This is the 
only professional journal covering simulation gaming for all purposes. 

It is edited by staff members of the Academic Games Program at the Johns 
Hopkins University. Included in each issue are major papers, brief communl 
cations, book reviews, simulation reviews, newly available simulations, 
and news and announcements. 
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8 



A recent definition of gaming was provided by Shubik at a confer- 
ence on gaming at tHe Rand Corporation : 

Gaming: A gaming exercise employs human beings acting 
as themselves or playing simulated roles in an envir- 
onment which is either actual or is simulated. The 
players may be experimental subjects whose behavior is 
being studied, or they may be participants in an exer- 
cise being run for teaching, training, or operational 
purposes , 

Nearly all of gaming’s potential is reflected in this excerpt. In 
the following paragraphs, a clarification of this potential will be made 
by examining selected research and projects. All of the research dis- 
cussed is subsumed by this definition. Most of the research covered 
deals with simulation and not classical gam o t neory , which usually in- 
volves matrix games with explicit pay-offs for each player, (See Rapo- 
port and Guyer, 1968). 

Simulation gaming has been used for teaching and training purposes. 
However , it is quite difficult to separate the two in classifying re- 
search studies. This is probably because of the lack of concern over 
evaluating the basic aspects of each approach. The use of gaming in the 
form of military-political exercises has been extensive even without 
attempts at systematic evaluation through experimentation. Without syste- 
matic study in gaming, its evolution as a discipline will be inhibited. 

The gross nature of gaming in several areas provides rich ground for 
diverse experimentation which hopefully will result in improvement. 

In line with this general discussion of research with simulation 
games is a recent article by Paul T, McFerlane (in press), "Methodolo- 
gical Advantages of Simulation Games as Social Psychological Research Sites. 



